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Vertex Fragment Descriptions 

500 





Fragment 502 


as used in Geometry 504 


as used in Raster 506 




x, y, z, w 


primary coordinate 1 


screen coordinate 




xAux, yAux, zAux, wAux 


eye coordinate 2 


n/a 




s, t, r, q 


texture coordinate 


texture coordinate 




fog 


fog factor 


fog factor 




fad, fs 


n/a 


front ambient/diffuse color, 






front specular color 




bad, b s 


n/a 


back ambient/diffuse color, 






back specular color 




CC a , CC r , CC g , CCb 


current color (alpha, red, 


n/a 




green, blue) 




Ul 


n x , n y , n z 


normal vector 


n/a 




PScc 


secondary current color 


n/a 






(packed alpha, red, green, 








blue) 




y 




normalized eye coordinate 3 


n/a 



1 . Based on the location of the vertex within the geometry pipeline, the primary 
coordinate is either an object, clip, normalized device, or screen coordinate. 
See Figure 2. 

2. Several stages in the geometry pipeline require both primary and auxiliary 
(eye) coordinates. 

3. The normalized eye coordinate is generated by the normalization unit and is 
only useful to the texture coordinate generation unit. 




Figure 6 

AUS000111US1 



Fragments Affected Per Stage 









600 ->| 


in 


Stage 602 


Fragments Affected §04 


Associated Command §06 




Normal/ModelView 
Transformation 
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ENABLE_TCG 


= 


Generation 




* 


a E 


Lighting 


fad, fs, bad, b s 




y f 


Texture/Projection 
Transformation 


x, y, z, w 
s, t, r, q 


ENABLE TEXTUREXF 
ENABLE PROJECTXF 




Clipping 


all 


ENABLECLIPPING 
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ENABLE VIEWPORTXF 
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Viewport Transformation 


x, y,z 
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